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STARTING THE GAME 4

Welcome to Win, Lose or Draw... the exciting Mintendo pame
that brings the drama of the TV game show into your home.

+  Insert the Game Pak into your Nintendo Entertainment
System.

*  Tum on the power.

= The Win, Lose or Draw logo appears first, followed by
the copyright notice,

= Press the Start button to begin play.
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MENL

Press Stam on Control Pad 1 to see the menu and the game play
options. This menu appears:

Team |

Blen
Wormen

Team 2
Men
Women
Mone

Level
Easy
Monmal
Dfficule



MENLU

Drawing Maodde
Aartomatic
Player

Practice

Set Puezle Code
Yes
ko

Use the Control Pad's ap or down arrows to choose one of the menu
options, The blue dot on the left side of the screen indicates your
position on the screen. Use the A Button to make your selection.
The check marks show which options are selected, Then use the
Control Pad to move down on the menu and make your next
selection,

Once you are satislied with vour option selections, press START to
begin the rame.



MENU DESCRIPTIONMN Q

Team 1 and Team 2

Choose either male or female characters to make a team., To play
alone, choose "none” at the Team 2 option.

Level

There are thiee levels of difficolty. In the Easy level, you guess
single objects with one-word answers within a 60 second time limir.
There are dashes on the screen which indicate how many letters the
answer conlains.

In the Mormal level, the puzzles consist of phrases with multiple
wond answers, There are dashes to indicate the number of words and
letters in each phrase and the time limit is 60 seconds.

The Dilficult level uses multiple word phrases, There are no dashes
to help, and the time limit is 40 seconds.



MENU DESCRIPTION 4

Drawing Mode

There are three modes of play. The pictures are drawn by the
Nintendo Entertainment System in the Automatic mode, Your team
must guess the answer before time mns out. The time limits for this
mode are described on the previous page. In the Player mode, one
player draws the picture while the other team members guess the
answer, (See: How to Play: Plaver Mode) The MNintendo
Entertainment System gives vou the object or phrase to draw and
timing is tumed on. The Practice mode allows players to practice
drawing and typing. Phrases to draw are not provided and the timer
is mrned off.



MENLU DESCRIPTION 10

Scl Purzle Code

This option allows you to save your game position and avoid
repeated puzzles. You will find directions for saving your game on
page 12

NOTE: Pauwsing The Game

You can pause the game at any time by pressing the Stant button
during play. "Game Paused” will appear on screen. To resume play,
press Start again.



HOW TO PLAY 11

Automatic Mode

When vou finish the game setup, you are ready to play. Press Stant
to begin. Team 1 goes first. If vou choose the Automatic mode, the
Mintendo Entertainment System draws a word or phrase. Use the
arrow keys on the Control Pad to select a letter, Press the A Button
to lock in your letter choice, If the letter is a pant of the puzzle
solution, it will appear below the puzzle drawing at every place in
the word or phrase that is appropriate. Wrong guesses cost you 3
points each. When you complete the word or phrase that describes
the puzzle, you receive the points for that puzzle, plus a bonus equal
to the number of seconds left on the clock.

If Team 1 fails to guess correctly, Team 2 has the opponunity 10
"steal the answer”, Team 2 picks up where Team 1 ended and has a
chance to guess the answer within 40 seconds,



HOW TO PLAY l.%

The next puzzle is for Team 2. Players on Team 2 follow the steps
described above for Team 1. Play continues until both teams have
the opportunity to guess three drawings. Then, the Speed Round
begins.

In the Speed Round each team guesses as many drawings as possible
within the time allowed. The time frame is determined by the choice
of level. The A Button selects a letter. The B Burton passes to the
next puzzle.

The more drawings puessed, the more points vour team accurmulates,
Saving The Game Code

When the game ends, players are asked if they want to save the
game's code, A seven letler code appears on screen. Saving the code

and entering it before your next pame avoids repeated drawings in
subsequent games.
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HOW TO PLAY I

II'you write down the game code before turning off the Nintendo
Entertainment System and enter it the next time you play, the
drawings will not repeat until all of the remaining drawings in the
game are used. Ar the end of this manual you will find a place to
record the seven letter code for your game. You have o input these
letters in the proper sequence to begin play where the current game
ends. Be sure you copy the letters correctly before you turn the
Mintendo Entertainment System off. To use the game code the next
time you play, choose "Set Puzzle Code--Yes", on the Main Menu.
When youn press Start, follow the directions on the screen to enter the
code. Be sure to enter it exactly as it was saved. You can save as
many game codes as vou wish, If you want to repeat a game, you can
enter its code and play it again with the same puzzles. Remember to
enter the code you started the game with, not the code that you are
given at the end of the game in order to repeat a previously plaved
LR L
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Player Muode

In this mode, plavers draw their own pictures. Otherwise, the game 13
exactly like Automatic mode, (Sce Drawing Tips on page 15) Each
person oo the team takes a tarn. The designated artist is prompted to
"Press the B Button to preview the answer”, The answer to the purzle
appears on the screen. The guessers (other team members) should look
away from the screen at this time. When the answer disappears, a bell
rings to indicate that the poessers can look at the screen again. The
timer beging and the sketcher starts to drawe with Control Pad A, The
other team members type guesses with Control Pad B as in the
Automatic mode. When three people are plaving on one team, the
twi guessers should collaborate,



HOW TO PLAY 1z

Practice Mode

Practice mode lets you become a Nintendo artist. With it, vou can
practice drawing and ::l'ltﬂl'ing letters with the kevpad. Practice 15 grea
for younger plavers because they can make up their own objects to
draw and type without being timed.

Dirawing Tips

Drawing with Win, Lose or Drraw is simple to learn and fun for
everyone. But, if vou have never used a drawing tool before, here are
a few tips that will turn you into a Picasso almost ovemight, The
game has a Practice mode so that you can get the hang of drawing
without the pressure of game play. Also, Practice mode lets vou
decide what you want to draw instead of the Nintendo Entertainment
System giving you objects or phrases. Choose "Drawing Mode--
Fractice”, from the Main Menu.



HOW TO PLAY 16

The drawing casel appears with a cross-hair cursor
positioned in the middle of the screen. Think of the cursor
as a pen poant which is now suspended above the drawing
t.ih]ﬁT Whenever vou see the cross-hairs, the pen is in the
I.IIJ DCIEHECIH When the PEIL 1S upr, yOU CAN TOve 1t
without drawing. Use the arrow keys o move the pen. To
place the pen down on the drawing tablet, press the A
Button. Now, when you move the cursor, the pen draws a
line. Tao raise the pen above the {|nlw11'|g tablet again,
press the A Button, You will see the cross-hairs appear, To
erase everything on the screen, press the B Button, Mow
you are ready to draw!

To draw one pixel (dot) at a time, press the arrow button
one click at a time. This will give you the most control
over your drawings
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= To draw a straight ling, keep any arrow button depressed,

= Tao draw a diagonal line, press the comers of two arrow
buttons. (See Hlustration) Diagonals can be tough at first,
50 begin by drawing one pixel up, then one over, one up,
one over, until yvou get the hang of it

wAx
«[OP)

o ' w_ (press here)

= Todraw a curved line or a circle, draw pixel by pizel.
H-Egill h:r‘ creating a short diagonal line, With practice you
can make adjustments so that you create a curved line or
circle. When you can draw a circle while holding the arrow
keys down, yvou've become a Win, Lose or Draw
Master.
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Here are some drawings to practice.
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Here are some drawings 1o practice.
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Compliance With FCC Regulations 21

Thia equipment generates and uees radio frequency energy and if nat installed aisd wsed
propedy. that is, in amer accordonce with (he monofaciorer's inalioeioons, may couse
interference to padio and television reception. It has been tvpe tested nnd found fo
comply with the limits for 2 Class B computing deviee in accordance with the
specifications in Suhject J of Part 15 of FOC Rules, which nre degipgned o provide
rensonable protection aguinst such interference in o residential installation. However,
there is no guaranics that interference will not noour jn & particular installation, TF this
aquipinent does cavae fnterlerence o pdio or television reception, wlich can he
determined by wening the equipoeent off and on, the naer is encounged o iy to coires]
the interference by ane or mese of the following mensires:

*  Reorient the receiviog antenna

*  Relocute the NES with respect to the recsiver

* Muove the NES away [rom the receiver

*  Plug the NES into a differenr outlel so that compiter and receiver are on differat
circmifa.

If necessary, the user should consnlt the dealer or an experienced radiaftelevigion
technician for additicnal suggestizos. The user may find e Following beeklel propared
by the Federal Communicalions Commission lielpful: How 1o Tdentify and Resolve
Radio-TV Interfessiie Problems. This booklet is available from the 105, Govemment
Printing Mlice, Washington, DC 20402, Stock Mo, OO -0HRO05454.



D0-Day Limited Warranty 22

Il Tech E:-i?:-n:-a*iinu:'."" warraids o e original consumer purchaser thar Win, fose or Draw
Game Pak (PAK") (oot e luding Gome Pak Aceessarice ar Bobot Accessories] shall be free from
defeciz i materaal ainl m'lrll.lnlnlll.‘iF Ter & [H:.rmd of S da:fs. from dats of purchazes,
To reccive thls warennty:

I, D MO motarn your defecrive Game Pok e the relailer,

2, Molify the Hi Tech Bapreasiens Costomer Sereice Dopantmest of the prollsis requiring
warfanty servacs by salling 1-3213-84 19705, Our Cuacoimer Service Depatiment i in
cperation Tram LEF PO, b 5:00 PO Baseern Slandard Ties, Maon,-Thors, and 500 A k.
to LW FobL. Fredoys.

A0 1 dhe Hi Tech Bxpeessbons servies represerdative e onable o solve the prollem by pleone,
he will provele you with 3 Keltumn Asiborizatio: number. Sanply recond ihis number on the
ikt of fhe .:|l.'l::1pin;g| of your defective PAK FREIGHT Ii'ﬂEP.ﬁ_lD AND INSURED
FOR LOSS Ok IFAMAGE, wpetier with vour salos slip or similar prood-of-puschase
ond & hrief description of your problom within the #W-day mamanty pesod 1=

HITECH EXPRESSI0MNS
Akl Minteredo Cusiemer Bervice ]h—.EurI:_-ur,m
584 Dromdwoy, New Yok, NY IKZ

IF anir eekmician delermines thal the Game Pak b defective, e will teplace it ar relumwl yanr
purchar: price a1 our oploi-

WARHANTY LIMITATICNS

ANY AT LCARLE TAULIGD WAk R AN TIES, DNOLURDE WARRANTIES OF BMERCHAMTADILITY AMND FIITESS
FOR A PARTICULAK PURPISE ARE HEREBRY LIMITER TO NMIKETY DAYS PEORM THE DATE 08 FURCHASE
ANE ARE SUTRIECT TO THE COMTHTION SET FORTH HEREIN. IN HO EVEXT BHALL I TRCH BAXTRERSI0ME
HE TIARLE FOR CONSEQUENTIAL OF INCIDERNTAL RAMAGES RESULTENG FROM THE BHEACH OF ANY
FATILESS W, IMPLIED W AR AHTIES.
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